HOMEBREW: WOUNDS 


A heroic alternative to Death Saves. 


This requires you to change your current mind-set a little bit: HP for players represents their stamina, exhaustion, will to fight, 


and ability to avoid or negate incoming damage. 


When a player takes "damage", they are actually using up their reserve of stamina and endurance to move with the blow, 
quickly twist out the way and take as little physical damage as they can. 
A player only really takes physical damage when they reach OHP; they can no longer defend themselves or get out of the 


way, but they do not roll any death saves; 


WOUNDED 

A player has [3 + Constitution modifier] wounds they can 

take before actual death. 

e For each wound there is a -2 penalty to every skill check 
or save rolled. (Any D20 roll) 

e For each wound a character loses 10ft of safe 
movement (to a minimum of 5ft) 

e While wounded a character can only recover up to half 
of their Max HP 


TAKING INJURY’S 
A player takes a wound when they are injured beyond OHP 
e Any injury that drops a character to OHP gives them one 


wound. 

e While on OHP any amount of damage taken from one 

source will increase the wounds by one. 
e You do not drop below OHP 

e Ifthe damage taken from one source exceeds half the 
character's Max HP then they take the damage and one 
wound. 

e Once you reach OHP you take no more damage. 

e This applies even if not already wounded and 
have HP left after taking the damage. 

e If they are already wounded, they take two 
wounds rather than one. 

e Ifa wounded character chooses to move more than 
their current safe movement during their turn they 
suffer one wound. (This includes the dash action or 
hasted movement.) 

e When a character has taken the maximum number of 
wounds they can, they are dead. 

e Ifthe body takes the same number of wounds 
again it is unrecoverable. 

e Gaining HP will do nothing to a dead body, but 
healing wounds magically will physically restore 
the body. 


LAST GASP ACTIONS 
On OHP a character must make a resolve roll as a bonus 


action before they can take any action. 
e The DC of this is [number of wounds x 5] 


e The character can add any one stat bonus to the roll if 
the player can justify it to the DM 

e On success the character can take a single action or 
reaction Failure results in being unable to act. 

e A character still gets a movement on their initiative 
whether they succeed or fail their resolve roll. 


STABILISING 

Any action that stabilises a character will recover 1HP and 
stop any bleeding, fire or other damage that rolls between 
rounds. 

e This will not heal any wounds. 


HEALING 
A character can be wounded at the same time as having 
positive HP (up to half of their max HP). 


A character recovers wounds slowly: 
e Knock the last digit off of the character's Max HP to 


work out their Recovery value (eg. 58HP -> 5). 

e Ifthe amount of healing HP delivered in one shot is 
greater than a character's recovery, they will heal one 
wound. 

e Any healed HP over the recovery value will add to 
current HP total. 

e Ifthe healing is not greater than the recovery 
value, the healing just adds to their current HP. 

e Acharacter can roll any number of Hit dice during a 
long rest to try and heal a wound. 

e The character must not be dead and have the 
appropriate number of hit dice available to use. 

e The number of dice chosen must be decided and 
rolled at once. (Can only roll once per long rest.) 

e Hit dice will not recover normally during a long 
rest where they were used to heal wounds. 

e Hit dice cannot be used to heal wounds during a 
short rest. (But can recover HP as normal) 

e Magical healing works on the same principle but is not 
restricted to being used during a rest: 

e Ifthe amount of healing HP delivered in one shot 
is greater than a character's recovery, they will 
heal one wound. 

e Jfa character can only recover up to half of their Max 
HP while wounded; any excess is lost. 


A healing kit could be used by other characters with a 

medicine proficiency to heal wounds. 

e This can only be attempted on a living, wounded 
character once between long rests 

e It cannot be performed by the wounded character 

e The kit can be used during a short or long rest 

e The DC is 5 + [Number of wounds x 5] 

e Characters without the proficiency can try, but failing 
the roll may make things worse: 

e In this case the wounded character must make a 
Con save (same DC) or gain one more wound. 


My really | tough character is harder to heal! what's up 
with that? 


Really tough characters take a lot before they go down; 
this is reflected by high HP and high CON. The wounds 
that actually manage to take them down are therefore more 
substantial; ‘it's jsut a flesh wound! Therefore the healing 
required to recover from the wound is greater. 


RACE & CLASS ABILITIES 
Relentless Endurance - You still take 1 wound when 
dropping to OHP but restore 1HP. 


Relentless Rage - You still take 1 wound when dropping to 
OHP, but on a sucessful saving throw will restore 1HP 


Channel Divinity: Preserve Life, Blessed healer & 
Supreme healing - Restores HP as normal and if exceeds 
a characters recovery will heal one wound. 


Wild Shape - Your beast form does not take any wounds. 
You cannot wild-shape while on OHP. The conditions of 
wounds will carry across to any wild shape if a character 
transforms when wounded. 

Combat Wild Shape - If the HP recovered exceeds a 
characters recovery it can heal one wound. 


Second wind, Survivor - will restore HP, but cannot heal 
any wounds. 


Wholeness of Body - will restore HP, but cannot heal any 
wounds. 


Lay on Hands - If the HP granted in one touch exceeds a 
characters recovery it can heal one wound per application. 
Undying Sentinel - You do not take the first wound for 
dropping to OHP and restore 1HP. 


SPELLS & POTIONS 
The spells aid aura of vitality, cure wounds, goodberry, heal 
healing word, mass cure wounds, mass heal mass healing 
word, prayer of healing, or any healing potion / effect will 
restore HP as normal. 

If a character has any wounds, a single application of the 
spell or potion must heal more than their recovery value to 
reduce their wounds by 1. 


Clarification on the following spells with this system: 

e Death ward will prevent the next wound. 

e Greater restoration will recover all wounds and (if the 
target was on OHP), restores 1HP. 

e Lesser Restoration will recover 1 wound. 

e Power word Heal recovers all wounds and restores 
max HP. 

e Regenerate recovers 1 wound every 2 mins. 

e Resurrection recovers all wounds and restores max HP 
(Will not work on unrecoverable bodies.) 

e Revivify will recover one wound and restore 1HP 

e Spare the dying Can only be cast on characters with at 
least one wound; grants one additional wound they can 
take before dying. Only one additional wound can be 
granted to a character and it will dissapate once healed. 

e True Resurrection recovers all wounds and restores 
max HP (Will work on unrecoverable bodies.) 


